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This beautiful machine will be autographed by TPF2019 special 
guests Butch Patrick who played Eddie Munster and Pat Priest 
who played Marilyn Munster, as well as the machine’s design 
team: John Borg, Dwight Sullivan, artist Christopher 
Franchi and Jerry Thompson of Stern Pinball. 
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Texas is home to the most polite and friendly folks around, and we are thrilled 
to have you here! 


Please do NOT kick or hit the machines. The game owners put a lot of blood, 
sweat, and tears (and money) into the games they bring. Treat them as if they 
were your own. 


Please do NOT put drinks or food on the games and kindly wash your hands after 
you eat that big bowl of Texas nachos. Trash cans are accessible throughout the 
gameroom and beverage holders are available on many of the games. 


We love seeing kids at the show. Often times they have never seen a pinball 
machine and we encourage parents to teach them. Younger kids should be 
accompanied by an adult at all times. 


Share that great game. If you notice someone waiting to play the game you are 
playing, allow them to play when your game is over. Better yet, challenge them to 
a multiplayer game! It’s more fun to compete! 


Please make sure to wear your TPF wristband on your wrist at all times. It’s 
the only way we know what your security clearance is (we wanted to do retina 
scanning, but it was too expensive). If you have a problem with your wristband, go 
to the registration table for assistance. 


And finally, keep in mind the folks that put TPF on are hobbyists (like many of 
you) and volunteers. This is not our primary business. Please be patient. We are 
working hard to make it a great show for everyone! 


Event times and seminars are subject to change. 


FRIDAY, MARCH 22 


Pre-Registration Booth Opens 


~ Tournament Area Opens 
2019 TEXAS PINBALL FESTIVAL OPENS 
“So You Think You Know Pinball” Trivia with Jonathan Joosten of 
Pinball Magazine and Martin Ayub of Pinball News 


Jersey Jack Pinball Panel 


Coin-Op Carnival: A New Fully-lllustrated Publication about EM Pinball, 
Arcades, and the People Involved 


Steve Ritchie Holds Court 


The Big Smoke 


Open Qualifying Ends / Gameroom Closes 


SATURDAY, MARCH 23 


We have a full day of fantastic seminars featuring great pinball personalities. 
Remember, the main floor stays open during all seminars! 


Swap Meet hosted by the DFW Pinball & Arcade Club 


—— SCHEDULE 
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Early Access to Gameroom for Exhibitors & Vendors 
Tournament Play Resumes 


Classics Side Tournament Finals 
GAMEROOM OPENS 
Haggis Pinball: Haggis Served Raw 


Multimorphic: The P3 and Why Pinball Needs Innovation 


Qualifying Ends for Kids Bump N’ Win and Parent / Child Tournaments 
Kids Bump N’ Win Tournament Playoffs 


_ Making the Munsters w/ John Borg, Christopher Franchi, 
Dwight Sullivan and Jerry Thompson 


Parent / Child Tournament Playoffs 


_ The Three Rings of Circus Maximus 


Texas Wizards Tournament Qualifying Ends 


Save the Ales! — A Peek Into What’s Been Brewing at American Pinball 


Texas Wizards Tournament Playoffs (A / B / Novice Divisions) 


Live Pinball Tutorial on Spooky Pinball’s Alice Cooper’s Nightmare Castle 
with Former World Pinball Champion Bowen Kerins 


Texas Wizards Tournament Playoffs (Women’s Division) 


___ Autograph Session w/ Industry Celebrities & Special Guests 
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2018 TWIPY Awards 


- Gameroom Closes 


sunte MARCH 24 


Early Access to the Gameroom for Exhibitors and Vendors 
GAMEROOM OPENS 


Texas Takedown Women’s Tournament Qualifying 
Texas Takedown Women’s Tournament Finals 


Best In Show Awards / Charity Raffle 


2019 TEXAS PINBALL FESTIVAL CLOSES 
SEE YOU IN 2020! 


MARCHICT 129 


DISCLAIMER: 
Guests subject to cancellation or schedule change, due to professional commitments. 
Seminars have limited seating capacities and are offered on a first come, first served basis 
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———— TOURNAMENT SCHEDULE p-——— 
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The Texas Wizards Tournament is one of the largest tournaments in the world, boasting 
over $10,000 in cash and prizes. Some of the best players in the world will be competing! 


Open to ALL TPF2019 Attendees! 


Open to ALL TPF2019 Attendees! 


Open to ALL TPF2019 Attendees! 


See website for complete rules and additional 
information. Prizes are subject to change or 
substitution until the start of the tournament 
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BRING YOUR: 


; * Pinball Machines : Projects ‘ Metal Signs : Jukeboxes 
* - Arcade Games ‘Parts ‘Neon Signs - Gameroom Decor 
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SATURDAY 
March 23 : 8am - Noon 
VENDOR SET UP FROM 7AM-8AM 
Northeast Corner Parking Lot (by the parking garage) 
Embassy Suites Frisco | 7600 John Q. Hammons Dr., Frisco, TX 


beeeees FREE COFFEE & DONUTS! § 


DFWPINBALL.COM TEXASPINBALL.COM 


a a . 


~— Joyst Classic Games and Pifiballs has been proudly Serving Houston and its*Surrounding area 

fofover 30 years! We are ohe of the largest pinball 4nd arcade game distribiftors in the United 
sales, we specialize ifflocal game rentals and private showroom rentals that Fre sure to make your 
party an event to Seremban . 


PINBALLS ¢ NEW &CLASSIC ARCADES ¢ FOOSBALL 


Contact Us Jopay! 


1820 Franklin St., Houston, Texas 77002 © charles@joystixgames.com 
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Is Pinball’s Future in the Past? 
Martin Ayub, Editor of Pinball News 


These are exciting times for pinball. 


The number of pinball makers far exceeds our wildest dreams from back in 2000 when only Stern 
Pinball remained. Modern bars and arcades are springing up all over the world allowing younger 
players to discover the huge fun and excitement of the game for the first time. These millennials are 
streaming their gameplay online, tweeting their high scores to their friends and followers, and seeing 
the very real possibility of buying their own games to play at home. 


Pinball has a real future, so obviously, pinball manufacturers are falling over themselves to capitalize 
on fresh, modern and relevant themes designed to appeal to this new generation of players and 
buyers, right? 


Well.... actually, no! 


At the time of writing, the theme of the biggest pinball maker’s current title is based on a 53-year-old 
black-and-white TV series, while their previous release was themed on a band which dissolved 49 
years ago. 


Well then, if not them, what about the other manufacturers? 


One began their business with a (now) 80-year-old movie as their launch game, and is widely expected 
to announce their next game as being based on a 48-year-old flick. Meanwhile a start-up pinball 
maker in Texas is believed to be working on a 33-year-old movie-themed game, another based in 
China launched with a mid-’60s puppet show title, while two European pinball companies which ran 
into severe (and possibly terminal) financial problems were building games based on 40-year old and 
21-year-old movies. 


It’s not all old movies though. In Wisconsin the latest release from there is a band which peaked 46 
years ago, while one of the failed European makers was about to announce their next title featuring a 
group from the exact same ‘70s era. 


Why is pinball so fixated on the past when looking for themes for the future? 
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which tied a game to a theme or licence. You knew Bally’s Kiss, Evel Knievel and Dolly Parton were 
based on the band, stunt bike rider and singer almost entirely from the backglass and playfield 
artwork. You might press the start button and get a few notes from a Kiss or Dolly song, but that was 
just the icing on a licence-rich cake. 


Sound quality improved — even if some operators would turn it down or off — and it wasn’t too long 
before recognisable and relevant speech and music clips were being synced-up with gameplay as the 
licence became more integrated. 


Then DMDs arrived and a little monochromatic movie magic could be added, initially mostly with still 
images but later with simplistic video clips. 


Increased memory and faster processors meant slightly more shades and higher frame-rates could be 
achieved, but it was the introduction of the video monitor in pinball which brought with it a constant 
need to show ‘something’ on the display. Simply displaying the score wouldn’t cut it any longer, nor 
would static images. Today, we now expect and demand continuous high-quality animation 
throughout our gameplay, even if players end up missing most of it. 


Most licences give access to a range of graphical assets - logo designs, static and animated clips or 
renderings of popular characters, villains and weapons - along with a world where these all exist. 
Developers also get storylines, scripts and dialogue with smart one-liners, plus a lengthy style guide 
showing what you can and can’t do with these assets. 


Not that getting a licence means it’s all plain sailing. 


These days pretty much any given theme is made up from numerous sub-licences. You might buy the 
rights to make a movie-themed pinball, but if you want to use any of the movie’s music, that might be 
a different licence. If the movie’s soundtrack contains songs by different artists, those probably all 
require licensing separately. Want the lead actors’ likenesses in the artwork? That’s more licences - 
maybe one for each actor. It’s the same with their voices. Meanwhile you are going to need some 
custom speech for pinball-related call-outs such as “Jackpot”, “Extra Ball”, “Shoot Again” and so on. If 
you’re lucky you might be able to pay one of the movie’s actors to record these for you, otherwise you 
either use an authorised sound-alike or go with a more generic, non-themed voice and accept the 
opprobrium of players and critics alike. 


Then you have the seemingly never-ending approval process; referring everything you make back to 
the licensor and the performers to make sure you are on-message and presenting their brand in a 
positive light. 


Despite these struggles, pinball manufacturers have largely found it preferable to use a licenced 
theme for their games rather than developing with one from scratch and then having to explain the 
whole concept and get emotional buy-in in just three minutes of gameplay. 


So, where can we look for the next generation of pinball licences? What about contemporary movies? 
As we have seen, pinball often looks to popular movies for inspiration. Might they bring some of those 
fresh, contemporary subjects we spoke about at the start of this article? 


Of the top movies of 2018, four were Disney-owned Marvel X-Men franchises, the fifth was a different 
Disney cartoon, another was a DC Comics theme. Then there was the latest in the Jurassic Park series, 
another Mission: Impossible, with the Queen-based Bohemian Raphsody movie wrapping up the 
selection. 


Notice anything there? Yes, Hollywood has just the same obsession as pinball with rebooting older 
characters, shows and themes. The X-Men characters were originated in comic book form decades 
ago, Mission:Impossible was from the ‘60s, Queen from the ‘70s. Even Jurassic Park began some 26 
years ago. 


There are two key alliterative factors here — proven popularity and available assets. 


Building any new pinball is a big gamble. It takes typically a million dollars or more to create a new 
title, from coming up with the playfield and mechanical design, to the creation of the artwork, music 
speech and sound effects, to the development of the rules, the display and lighting effects, the design 
and manufacture of any custom toys and moulds, paying for the licence — or increasingly, multiple 
licences — needed for various actors’ likenesses, voices and songs, recruiting, scripting and recording 
the voice talent, and then actually building, marketing and selling the finished product. 


Get it wrong, and you have a flop with six zeros on the end and only tumbleweed rolling down the 
production line. 


While most manufacturers can rely on their design and production teams to create a solid product, 
the continued popularity of any theme can be a volatile factor. The next sure-fire hit movie can tank 
at the box office, while the king or queen of the download charts can be caught up in a damaging 
scandal or badly mis-judge their audience’s sensitivities. 


No matter how great your game design is, wrap a toxic theme around it and you’re looking at a stock 
room full of boat anchors. 


With so much at stake, it makes sense to stick with a theme which has proven itself to be popular in 
many countries after many years, and which remains resilient to short-term knocks. That means 
taking risks by trying to predict the next breakthrough act or drinking the Kool-Aid of pre-launch 
marketing hype. 


But it didn’t used to be that way. 


Pinball back in the days of woodrails and wedgeheads was far more responsive to popular culture, 
capturing the public mood and allowing both manufacturers and operators to cash in before the fickle 
mood of the players moved on to the next fad. 


Space flight, shopping, TV series, celebrities, Broadway shows, royalty, sports teams and even world 
wars were all fair game, and this was before licensing became a major part of pinball development. 
You could allude to a famous star, band or TV show without actually using their exact name. 


The key point here though was the speed with which a contemporary-themed pinball machine could 
be brought to market and have it appear on the street. With the subject only loosely - if at all - 
influencing the design of the game, once a theme was chosen it could be just a matter of weeks 
before the backglass and playfield art were completed, installed on a selected game design and the 
finished product was shipping from the factory. 


Identifying suitable popular subjects would have been easier in those days too. With limited 
entertainment outlets and finite, controlled access to them, a hot theme was easily spotted. 


Today we have such ready online access we can consume our media from a huge range of sources 
covering a massively diverse mix of genres on countless different devices. Spotting one which gels 
with the global pinball playing and buying audience is a much tougher job. 


If proven popularity is a difficult call to make, the need for available assets almost guarantees no 
new-kids-on-the-block (as opposed to New Kids on the Block) are going to be appearing on a pinball 


near you soon. 


As the electronics within pinball games have become more sophisticated, so their voracious appetite 
for consuming digital assets has grown. 


Before dot-matrix displays were widespread, it was a combination of artwork and sound samples 


These movies are made because they still resonate with a section of the public and create excitement 
even before their opening weekend. The original outings for the characters or concepts were 
successful and, as the saying goes, nothing succeeds like success. 


The same holds true for pinball, with the most obvious example being the ‘remake’ series of classic 
Williams/Bally games from Chicago Gaming. 


But are we running out of those ‘classic’ licences? Have all the ‘good’ bands been done, all the ‘great’ 
movie series covered? Are we way beyond the A-list titles, and deep into the B- or C-lists? 


From some recent releases it’s certainly starting to feel like it. 


To try to squeeze more life out of a licence pinball has developed a recent tendency to create indirect 
remakes - new games with the same theme as an existing pinball. 


Stern made Indiana Jones when Williams had already employed that title. Jersey Jack Pinball brought 
out a Pirates of the Caribbean pinball when Stern had released one twelve years earlier, and are 
rumoured to be reimagining Data East’s Guns N’ Roses pinball for release later this year. That’s not 
even counting the numerous Star Wars, Star Trek, Batman and Spider-Man variants, with the potential 
for more to come. 


The movie tie-in has led to a downward spiralling where the incestuous gene pool of suitable licences 
gets smaller and smaller. 


Pinball needs to break out of this spiral and start looking elsewhere for themes which appeal to a 
younger audience. 


The film industry is no longer where the money is. Movies are dwarfed in terms of revenue by video 
games. In fact, video games now make more money than the whole movie and music industries 
combined. 


So, will we be seeing Fortnite, Call of Duty, Assassin’s Creed, Minecraft or Resident Evil pinballs any 
time soon? Why not? 


They all provide ready-made and proven-popular worlds, characters and storylines, and boast tons of 
developers producing video and audio assets ideal for use in a pinball. With CGI characters you need 
never worry about your star doing something embarrassing or awkward like being arrested or dying 
unexpectedly, and you can get them to voice any number of pinball-related call outs. 


Video games also bring an existing worldwide hardcore fan-base skewed strongly towards younger 
players - just the type of free-spenders pinball needs to appeal to in bar/arcades and similar street 
locations. Video games are globally popular and could help pinball break into geographic markets it 
has yet to penetrate. 


Just as important, with movie licensing becoming more long-winded, complicated and expensive 
process, working closely with game studios could bring a much shorter development cycle, allowing 
new pinball to be released while the theme is still relevant, not some fifty years later. 


If pinball is indeed to have a bright future, maybe it should stop looking for inspiration in the 
dim-and-distant past. 


You can read more about the most recent games releases, along with industry news, location reviews, 
upcoming events and a full report from this and previous Texas Pinball Festivals at Pinball News. 


www.pinballnews.com 
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(Firepower Il, Big Guns, Sorcerer, Diner, 
Indiana Jones: The Pinball Adventure, 
Fish Tales, Taxi, Kingpin) 
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(Lexi Lightspeed, Cannon Lagoon, 
Heads Up, Cosmic Cart Racing) 
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JERSEY JACK PINBALL 
(The Wizard of Oz, The Hobbit, 
the Caribbean) 
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JERSEY JACK PINBALL 
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Dialed In, Pirates of the Caribbean) 


(The Wizard 


pinballnews.co™ 


Pinball-magazine com 


SREGIALIMENITION 


Audio-Visual support provided by Howard and Richard 
Barnett of Visionality. Additional equipment provided by 
Legrand, Krammer, Panasonic, QSC, and Shure. 
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SPOOKY PINBALL 


(Total Nuclear Annihilation) 
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PINBALL SUPPLY 


Created and distributed under license from Williams Electronics Games, Inc.Medieval Madness ® & © 1997, 2013: Monster Bash 
a 3) Company, LLC. The Universal Studios Monsters are trademarks and cor 


dy 


4616 W. 19th Street 
Cicero, IL 60804 
(708)780-0070 
www.chicago-gaming.com 


© 1998, 2018; and Attack From Mars ® & © 1995, 2017, Williams Electronics Games, Inc. Bally is a trademark of Caesars License 
its of Universal Studios. Licensed by Universal Studios. All rights reserved > 
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LD) .< Speaker Upgrades 
S Mods/Accessories 
SG". New Pinball Machines 


Order Today 402-909-1660 / Service@pinballpro.com 


PINBALL MACHINE WAX, CLEANER & PROTECTANT 
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Fru BILLIARDS & GAMEROOM SUPERSTORE 972-488-9622 
4539 Gus Thomasson Road + Mesquite, Texas 75150 www. pinballandmore.com 


SIBINGDREANS 


GAMEROOMIACCESSORIES Gib Basan 


Winner: TPF 2018 Best Custom Pin 


Accepting 
Serious 
Offers — the 


7 PORTABLE 
PINBALL 
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VISIT OUR BOOTH IN THE LOBBY FOR UNIQUE HAND- MADE 
COASTERS. BLANKETS. T-SHIRTS, KEYCHAINS. AND MORE! 
eightbitdreams@yahoo.com https://www.etsy.com/shop/8BitDreaming 


FIREWHEEL TOWN CENTER 
680 BEEBALM LN 
GARLAND, TX 


SUNDAY - THURSDAY FRIDAY - SATURDAY 
11AM - 11PM 11AM - 2AM 


214.469.9995 


Custom Pinball Modifications 
Powder Coating Molding-Casting 
Airbrush- Painting Sculpting 


Introducing our ‘EZ Slide’ Playfield Brackets 


BackAlleyCreations.com TheEzSlide.com 
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FEATURING 


Starship Fantasy is your | Stop Shop for all your New Reproduction Restoration Parts. 


We offer all the latest Playfields, Plastics, Backglasses, Ramps, and XPin products currently available. 
Here at Starship Fantasy we strive to satisfy all of our customers needs through good Customer 
Service and Low Shipping Fees. Visit our web site for all current products being offered. We will be 
attending several of the upcoming Shows & Conventions so look for us and be sure to check out our 


Show Specials. 


Authorized Distributor For: 


602-228-7333 
CPR At The Shows! 
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, BES TE VER! Fl Flipper Button Kit 


65.00 /set 


Regular Price 79.00 


For Stern, Bally Williams Games 


Standard Mirror Finish 


10% OFF 


on a Laseriffic Topper 


or Plastic Set LASERIFF IC 


LASER ETCHED SIGNS 
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PINBALL MoD’ S - PINBALL RESTORATION - PINBALL SALES 
WWW .KIMBALLSPINBALLS.COM 


CYBERKMAN@$BCGLOBALeNET (817) 676-5332 


* Long lasting 
* UV resistant 
* Easy to clean 


¢ Vibrant colors 


* Special silicone 
formula 


* Same bounce as 
red flipper rubber 


* Low susceptibility tc 
drying or cracking 


10% OFF SILICONE AND 
OTHER SELECT ITEMS. 
USE COUPON CODE 


TPF2019 


“TITAN VW PINBALL. 


| | HOME OF TITAN COMPETITION SILICONE RINGS 


inball Magazine No. 5 is a 360-page printed pubication that fo- 
cuses largely on the career of former Gottlieb pinball designer 
Wayne Neyens. Wayne celebrated his 100th birthday in July 
2018, which makes him the oldest still living pinball designer in the 
world. In the magazine Texas’ own Bob Herbison is featured as he 


has collected and restored many of the games designed by Wayne. 


Bob is also a former organizer of the Texas Pinball Festval and he 
still brings several electromechanical games to each edition. Below 
is part of Bob’s article from Pinball Magazine No. 5 in which he com- 
ments on Wayne Neyens games and why he finds them so appealing. 


Waune Neyens: Great Games By A Great Guy 


Bob Herbison: A brief explanation on my 
point of view. I have collected for many 
years. Initially, I focused on wedgeheads. 


But over the last decade or so I have been - 


dedicated to woodrails. While much 
of what follows is based on Mr. Neyens 
output in the 1950s, I strongly feel that it 
applies equally, for the most part, to his 
games from the 1960s as well. 

Wayne Neyens’ 
games are fun! 
They have _ pro- 
vided me so much 
joy over the years. 
I do not tire of 
them. I have 
owned many of 
his games for 30 
years or more, 
and I still find 
them rewarding 
to play. They are 
challenging. His 
games can be 
beaten, but not 
mastered; that 
is to say a very 
good player cannot consistently domi- 
nate them. They provide multiple ways 
to win replays, and they frequently offer 
the possibility of winning many multiples 
of replays for a single goal being accom- 
plished and/or collected. Mr. Neyens cre- 
ated some of the most inventive and cap- 
tivating Specials on the face of the earth. 
I love Specials and typically focus on 
them when playing, rather than trying to 
win replays on score. And he packed his 
games with Specials, very often providing 
three or more on a single game. 
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Wayne’s games are balanced. What I 
mean by that is best illustrated by a gener- 
ic example. Let’s say that a game requires 
you to make the numbers 1 through 6 to 
light a Special. Wayne was a master of 
the “come close” appeal, which is a very 
key part of keeping a machine interest- 
ing. But on his games, you do not find 
that when you come close that it is always 
the same element 
that remains to 
be accomplished 
— in our example 
say the number 
4. You see a fair- 
ly even spread of 
the remaining el- 
ement to be made 
and I find this to 
be the hallmark 
of a good de- 
sign. Mr. Neyens’ 
games __ provide 


rewards for all 
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of your senses. 
The _ psychologi- 
cal feedback of a 
well-played game 

. . and a crap load of replays! The au- 
ditory pleasure of that famous Gottlieb 
five inch bell for hitting a key target or 
the nothing-better report of eight replays 
sounding on the knocker. 


For visual payout you can’t beat the 
make-you-smile mechanical animation 
he added to his games. And the amazing 
variety of small visual trinkets provided 
in the backglass or on the playfield. And 
the topper is probably a combination of 
creativity and variety. In spite of produc- 


ing so many games there is not a same- 


ness to his designs. His pinball machines 
always seem to provide that famous Got- 
tlieb “touch of originality” that makes en- 
countering one an absolute pleasure. 


I would like to discuss some specific ex- 
amples from a few of my favorite games 
to support my above claims/opinions. 
Please note that these are not complete 
descriptions of these games: 


1950 Joker — I am not a big fan of re- 
verse flipper games, but this one won me 
over instantly. The geometry of the low- 
er playfield makes them work and work 
well. It is a guncher’s delight. This ma- 
chine is all about scoring Points. There 
are seven bumpers in the top half of the 
playfield. When these are all hit you will 
score some number of Points. How many 


Points are awarded depends on how 
many Jokers you have made. There are 
four Joker inserts on the playfield that 
are initially lit. When you hit the rebound 
next to an insert the Joker is “made,” 
and a representation of it is illuminated 
on the backglass. The more Jokers you 
have made when you clear the bumpers, 
the more Points are scored. And then, of 
course, everything resets, and you start 
again. Accumulated Points are recorded 
via playfield inserts, and you begin to win 
replays at certain clip levels. Achieving a 
certain number of Points also lights one 
of the center exit rollovers for Special. 


1952 Queen of Hearts — The ultimate ex- 
ample of multiple ways to win replays: 
Points, score, top rollovers Special, se- 
quence Special and poker hands. The se- 
quence Special which must be hit in or- 

der lights two rollunders for replays; it 
can be a knock fest. There are five gobble 
holes labeled 10 through Ace. Balls that 
go in a gobble hole light the next playfield 
insert below the hole and these lit inserts 
build a poker hand. Winning card hands 
give multiple replays (flush, full house, 
four of a kind, five of a kind), Awesome! 
My desert island game. 


1954 Daisy May — An absolutely amazing 
game. This machine has a totally unique 
flipper arrangement. There are four flip- 
pers at the bottom of the playfield, but 
each pair have the non-tip ends butted 
up against each other. I call this config- 
uration butterfly flippers as they have the 
appearance of those wings flapping when 
the flippers are activated. The first time 
you play this machine the flippers drive 
you mad. But once you learn how to use 
them you will love it. They can be very 
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effective weapons, both offensively and 
defensively. 


You are trying to earn advances on this 
game by completing a six number se- 
quence; four bumpers and two rebounds 
and these reset after they are made. Ad- 
vances are recorded on four rollover but- 
tons in the center of the playfield above 
the flippers. You are spotted one lit roll- 
over button at the beginning of the game. 
When you light all four rollover buttons 
the center drain rollover is lit for Extra 
Special, which gives three replays. How- 
ever, when the ball exits via this center 
rollover you are awarded an advance 
AND one of the four rollovers at the top 
of the playfield is lit for Special. So you 
have an opportunity on your next plung- 
er shot to win a replay. That Special light 
will extinguish as soon as the 10,000 unit 


Photo credit: Randy Peck Collection 


steps so it is really a onetime opportuni- 
ty. But get this . . . if your 5" ball exits 
through the center drain, of course, one 
of the top rollovers is lit for Special. But 
this Special does not reset when you start 
a new game! So you have an immediate 
opportunity to win a replay on the first 
plunger shot of the next game. Absolutely 
unheard of! I am not aware of any other 
game that has this feature. 


There is a kickout hole on each outside 
edge of the playfield not quite midway up. 
When you make all four of the top roll- 
overs one of these holes lights for Special 
(the lit hole alternates with the 10,000 
unit). The game also offers replays on 
Points. This machine will require you to 
expand and sharpen your flipper skills. 
<< 
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VirtualPinball. 


~ THE FUTURE OF PINBALL HAS ARRIVED 


~ PLAY HUNDREDS OF YOUR FAVORITE 
PINBALL TABLES ON ONE 
AFFORDABLE MACHINE 


¢ CUSTOM LIMITED EDITION GRAPHICS 
BY JOSH WHITE 


* NO MECHANICAL MOVING PARTS 
MEANS NO MAINTENANCE 


* ALL NEW CNC CUT CABINET PARTS 
* REAL PINBALL HARDWARE 


» STATE OF THE ART CPU AND 
GRAPHICS PROCESSOR 
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Lighted Speaker Panels for WPC Bally and Williams, 
wood and metal paneled Stern and WPC95. Stern 
LCD and Data East panels coming soon. 


Lighted Magnetic Hinge Covers in 8 colors for 
over 100 games 


Plasma Pop Bumpers, 10 colors, fits hundreds 
of games 


Finally!! Great looking Speaker Light Kits for Bally 
and Williams WPC and WPC-95 games 


Pinspot Graphics, Projects an image matching your 
game on floor, wall or ceiling, selection of over 200 


Lighted Shooter Covers Hundreds of 


with remote and RGB original play 
available in either mirror field mods 


or black finishes 


Magnetic Plexiglass 
installation acrylic inserts to put on 
connectors your speakers 


Power Taps and mod 
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CELTS 
is a Highland Game 
in wherein players compete 

in traditional highland 
games. Modes include the 
Caber Toss, Hammer Throw, 
the Highland Fling, and Chase 
the Haggis multiball. 
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So, what does a Scotsman 
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wear under his kilt? 
2 HAGGIS 


sneahe . is a new pinball manufacturer working 
(on i : through the early stages of manufacturing 
oe its first pinball 


THIS PAGE INTENTIONALLY LEFT BLANK 


TO LEARN MORE CLICK HERE 


Dude, this is a piece of paper. 


You can’t click on it! 
Crap, how do we let people 
know about KINGPIN and 


PYTHON’S PINBALL CIRCUS? 


Jimmy: Just tell them to go to the website! 


CIRCUSMAXIMUSGAMES.COM/TPF 


FIND OUT MORE AT SUNCOASTPINBALL.COM 
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BACKGLASS PRINTS 


(AY; 


Canvas - Metal - Paper Nop 
Back Lit & Framed ao = 
Vinyl on Board us in ar 
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Greeting Cards | 


ENTER TO 


oxen WIN 
) daily drawings 


pinballartusa.com 


e 
& 
rs a) 
° & 
« 
e cs 
® 6 
& 
a 
e 
° 
e . 
s 
e 
a 
e 
rd o 


*. e The Texas Pinball Museum’ promotes 
; the interactive art, science, history, and 
e ° cultute of pinball machines, arcade 
video games, and coin operated 
mechanical amusement machines to 


pe Se a PE ate mn promote and preserve them for current 
oe Poe 5 ine.  —, and. future generations 
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yw NOW OPEN 
SATURDAYS 
10 AM- 10 PM 


FOLLOW US: 


HWY 67 SUITE 2102 
be TX 76065 


PAUL McKINNEY ED VANDERVEEN KIM VANDERVEEN 


BEST|IN|SHOW JUDGES 


“MAYOR” BILL MORRISON © SCOTT MARTIN 
RICH WISKI © KEITH HOLBROOK 


The Texas Pinball Festival would not be the incredible show 
that it is without the support of our Exhibitors, Vendors, 
Volunteers, Sponsors, Speakers, and Guests! 


YOU MAKE THIS SHOW AWESOME! 


A © 
aeantendem SUPPORT)TEAM 


DARREN KAMMER 


oe 


uid 
PHIL GRIMALDI 


ROBERT HARRIS 
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NEW AND RESTORED COLLECTIBLE GAMEROOM EQUIPMENT, INCLUDING PINBALL 
MACHINES, POOL TABLES, SLOT MACHINES, SHUFFLEBOARD TABLES, DARTS, 
CLASSIC AND LATE MODEL ARCADE GAMES, GAMEROOM DECOR, FOOSBALL 
TABLES, NEON SIGNS, BILLIARD & DART SUPPLIES AND SO MUCH MORE! 


7 PINBALLANDMORE. COM 


@ SWALLEY 
- - - e \ ( JERTA oYNAMO 
Authoriged Distributor for: amezican 4 a : ss : tem NZ 


TAKE 
10% i 


SUPERSTORE IS A FIVE THOUSAND SQUARE 
FOOT SHOWROOM IN NORTH TEXAS AND IS ONE OF THE LARGEST SUPPLIERS OF 


SHIPPING 


OR DELIVERY 


y WALID FOR IN STORE PURCHASES ONLY. DISCOUNT TO BE TAKEN OFF OF LIST PRICE OF (1) 
‘ ITEM AND CAN NOT BE COMBINED WITH ANY OTHER DISCOUNT. DISCOUNT CAN BE USED 
ON ALL PREVIOUSLY OWNED PINBALL MACHINES, ARCADE GAMES, POOL TABLES, SLOT 

' MACHINES AND DART & BILLIARD SUPPLIES. NOT VALID ON BRAND NEW GAMES. 


') EXPIRES APRIL 30, 2019 


Sales Hotline 
(570) 847-9595 
www.CoinlTaker.com 
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